






































































































































































































































































































































	THEMES	 AIMS	(what?)	 OBJECTIVES	(how?)	 IMPACT	(who	cares?	What	
happens?	So	what?)	
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• Specify	the	role	of	emotions	
in	decision-making	within	
design	processes.	
• Define	what	is	valuable	
information	in	the	design	
process	for	the	designer.	
	
• To	create	a	clear	link	between	
design	process	and	emotion	
• Provide	templates	for	
designers	to	map	and	track	
their	emotions	against	a	
project	timeline.		
• Develop	an	index	of	potential	
tools	and	techniques	to	help	
the	designer	account	for	type,	
timing	and	sequence	of	
emotions	during	a	project,	not	
just	for	participants	but	also	
for	him/herself.		
• Provide	templates	for	
designers	to	map	and	track	
their	emotions	against	a	
project	timeline.	
• Provide	tools	to	address	
difficult	projects	and	how	to	
advise	people	to	account	for	
difficult	emotions	during	a	
decision-making	process	that	
is	in	blockage,	stasis	or	
breakdown.		
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n	 • Highlight	the	value	of	
qualitative	design	methods	to	
access	and	record	emotions,	
and	make	these	tangible.	
• This	can	help	identify	
qualitative	methods	to	access	
the	non-textual,	the	narrative	
and	the	emotional	forms	of	
expression	to	represent	and	
foreground	emotional	and	
experiential	aspects	of	
designers'	engagement	with	
a	design	process.	
• Draw	knowledge	across	
disciplines	and	geographies	to	
get	a	more	rounded	picture	
about	emotion	and	its	impact.	
Towards	that	end,	we	have	
put	together	a	team	of	20	
participants	from	Pakistan,	
Brazil,	U.S.A.,	Israel,	Finland,	
Spain,	Denmark,	and	the	UK:	
	
• A	new	index	of	qualitative	
methods	that	can	address	
designers’	emotion	and	are	
design	specific.	
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• Identify	a	new	discourse	
about	design	process	that	
takes	into	account	the	
designer's	emotion	as	a	focal	
point	
• The	project	doesn't	have	to	
be	instrumental.	It	aims	to	
identify	designers'	emotions	
and	the	impact	on	their	own	
design	practice,	in	terms	of	
decision-making	within	a	
process.	
• The	project	will	provide	case	
studies	to	visualise	the	
designers’	emotions	mapped	
against	time	on	the	project,	
with	points	in	the	graph	
identifying	key	points	of	
confusion/stress	as	well	as	
design	tools	to	address	those.		
• To	account	explicitly	for	what	
is	valuable	information	in	the	
design	process	for	the	
designer	
• Re-map	the	double	diamond	
to	account	for	the	designer's	
emotional	experience	at	each	
stage.			
• To	make	tangible	the	tacit,	
experiential	decisions	made	
at	each	stage	of	a	design	
process.		
• To	identify	the	emotional	
blocks	at	key	points	in	a	
decision-making	process.	
• Build	capacity	and	resilience	
for	designers	by	accounting	
for	the	designer's	emotions	in	
the	design	process.	
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• Account	for	the	informal,	the	
non-textual,	the	emotional,	
that	exists	in	the	liminal	
space	between	formal	
analysis	stage	and	formal	
decision-making,	that	cannot	
be	captured	through	
quantitative	methods.	In	
other	words,	the	thoughts,	
feelings,	and	actions	that	
cannot	be	recorded	or	
captured	in	quantitative	
form.	The	capture	of	
emotions	does	not	need	to	
be	instrumental.	It	can	simply	
allow	designers	the	right	to	
account	for	their	feelings	
during	a	design	process.	
• Improve	understanding	of	
designers'	emotions	in	the	
design	process,	currently	
under-represented.	For	
example,	human-centred	
design	and	emotional	design	
focus	mainly	on	users'	
emotions,	while	designers	
are	seen	as	neutral.	
• Address	the	gaps	in	human	
centred	design	and	
emotional	design,	which	are	
always	focussed	on	users’,	
not	designers’,	emotions.	
Designers	are	seen	as	neutral	
facilitators.	This	references	
Bruno	Latour’s	notion	that	
nothing	and	no	one	can	be	
seen	as	being	completely	
objective.	
• Identify	the	tacit,	experiential	
decisions	made	at	each	stage	
of	the	design	process.	What	
role	do	informal,	non-textual,	
narrative	and	emotional	
elements	play	in	the	design	
process?	
	
• Define	a	framework	for	
evaluating	the	impact	of	
emotions	for	design	process	
decision-making	
• The	project	can	also	be	
instrumental	and	
identify/develop	tools	to	
address	difficult	projects	and	
how	to	advise	people	to	
account	for	difficult	emotions	
during	a	decision-making	
process	that	is	in	stasis	or	
breakdown.	
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• Democratic	approach	to	the	
research	network.		
• Draw	in	expertise	from	
different	subject	areas	and	
contexts.	To	that	end,	we	are	
involving	10	design	academics,	
6	academics	across	business	
and	management,	innovation,	
transdisciplinary	art,	teaching	
and	learning,	and	IT;	and	4	
industry	representatives	from	
service	design,	product	design,	
workshop	facilitation,	graphics	
and	fashion	and	the	British	
Council	PK.	
• The	outcomes	should	be	
applicable	as	much	as	possible	
to	different	cultural	and	
discipline	contexts	and	are	
not	UK-centric.	
Table	1		Network	themes,	aims,	objectives	and	impact	
	
Through	the	network	and	addressing	the	5	themes	above	we	aim	to	highlight	designer’s	emotion	
and	tacit	knowledge	in	a	cultural	context.	The	capture	of	emotions	does	not	need	to	be	
instrumental.	It	can	simply	allow	designers	the	right	to	account	for	their	feelings	during	a	design	
process.	By	not	providing	an	exact	methodology	for	including	these	aspects,	but	more	a	set	of	
possible	methods	that	can	be	used	and	modified	by	the	designer,	we	aim	to	empower	the	designer	
to	be	confident	about	including	not	only	their	tacit	knowledge	and	emotional	experience,	but	also	
the	tacit	understanding	that	comes	from	the	experience	of	culturally	situated	practice.		
We	see	the	impact	of	this	research	in	design	higher	education	as	a	starting	point,	partly	because	of	
the	authors’	own	backgrounds	as	well	as	because	of	the	context	in	which	the	project	emerged.	
However,	doing	this	work	in	education	is	a	way	of	prototyping	techniques	that	can	then	be	adopted	
in	other	contexts,	such	as	design	industries,	participant	facilitation,	and	design	research.	By	
accounting	for	emotion	we	are	enhancing	the	innovation	potential	of	the	process.		
We	envision	that	the	outcomes	of	the	network	would	be	a	publication	of	the	research	findings,	to	be	
disseminated	in	a	public	event,	including:	
• A	series	of	case	studies/short	piece	contributions	from	the	network	participants	(currently	
have	20	participants	from	our	initial	call)	to	share	knowledge	across	disciplines	and	
geographies	regarding	designers’	emotion	and	tacit	knowledge.	This	would	provide	an	initial	
overview	of	the	current	consideration	of	designers’	emotion	and	tacit	knowledge	and	impact	
in	the	sectors	represented.		
• A	collection	of	potential	qualitative	tools	and	techniques	to	account	for	designers’	emotions	
in	the	design	process.	Providing	tools	to	address	difficult	projects	and	allowing	designers	to	
account	for	difficult	emotions	during	a	decision-making	process	that	is	in	blockage,	stasis	or	
breakdown.	
• The	initial	steps	towards	a	framework	for	identifying	and	evaluating	the	impact	of	emotions	
for	design	process	decision-making,	by	re-mapping	the	double	diamond	design	process	or	
adapting	other	design	process	mapping	tools.	To	make	tangible	the	tacit,	experiential	
decisions	made	at	each	stage	of	a	design	process	and	to	identify	the	emotional	blocks	at	key	
points	in	a	decision-making	process.	
	
5. Discussion	and	Directions		
With	this	network,	we	are	aiming	to	start	a	focused	discussion	across	geographies	and	cultures	
regarding	the	role	and	impact	of	designers’	emotions	within	their	own	design	process.	The	function	
of	this	is	to	foreground	the	experiential	and	emotional	domain	of	designers’	practice	and	examine	
the	role	of	tacit	experiential	knowledge	in	design	decision-making.	
Our	intended	outputs	are:	an	index	of	emotional	and	experiential	aspects;	a	cross-referencing	of	
those	with	cross-cultural	elements;	and	an	index	of	qualitative	methods	examined	within	the	
framework	of	emotion,	experience,	and	culture.	
With	these	initial	findings,	we	will	seek	to	model	an	application	of	qualitative	methods	focusing	on	
emotional	and	experiential	aspects	of	designers’	engagement	within	a	design	process.	We	envision	
this	in	the	form	of	an	index	of	potential	tools	and	techniques	to	help	the	designer	account	for	type,	
timing	and	sequence	of	emotions	during	a	project,	not	just	for	participants	but	also	for	him/herself.		
We	also	consider	it	relevant	to	provide	a	template	for	designers	to	map	and	track	their	emotions	
against	a	project	timeline.	The	project	will	provide	case	studies	to	visualise	the	designers'	emotions	
mapped	against	time	on	the	project,	with	points	in	the	graph	identifying	key	points	of	
confusion/stress	as	well	as	design	tools	to	address	those.	From	those,	we	will	also	propose	a	
beginning	approach	to	application	of	this	model	within	the	sequential	framework	of	the	double-
diamond;	seeking	to	identify	points	within	the	design	process	where	qualitative	methods	are	most	
relevant	from	the	designer	perspective.	
This	initial	inquiry	is	a	first	step	towards	a	bigger	and	longer	project	working	with	democratic	
approaches	within	design	decision-making	processes.	We	see	the	consideration	of	what	is	collected	
for	analysis	and	how	it	is	collected	and	analysed	to	be	fundamental	areas	to	explore	towards	this	
greater	aim.	This	project	is	not	about	problem-solving	but	about	taking	a	wider	view	into	all	the	
elements	that	play	a	role	in	a	decision-making	process	in	design.	
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